We have developed a tablet computer game app for low vision users that can be used to introduce a platform for gaming, internet and visual rehabilitation to older users who have not had prior experience with information communication technology (ICT). Our target user group is people diagnosed with Age Related Macular Degeneration (AMD). The primary goal of the app is to present a fun and engaging means for participants to engage with Information Communication Technology (ICT). A long-term goal of the project is to build a platform to gather data on current and on-going visual function by creating a suite of games that could generate sufficient regular visual engagement to enable perceptual learning in the preserved peripheral retina that is spared in AMD. The inclusive design process took into consideration the perceptual and cognitive constraints of the user group in. The 'Tapology©' app was formally launched at a large computer games festival where we gathered data from a range of users to inform the development of the gameplay. The initial results and feedback inform the ultimate goal of creating a suite of applications that have a wide social and geographic reach to promote and inform e-inclusion and e-health.
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Introduction
Few of us can imagine the impact and sense of loss associated with a diagnosis of an irreversible sight-loss condition such as Age-Related Macular Degeneration (AMD).
Recently, one of the authors [1] has documented the social and emotional impact of making the transition from sightedness to blindness using to a series of interviews with clients who have undergone such a journey. It transpires that there is often a temporal disconnect between diagnosis, the behavioural 'point of impact' of sight loss, and the point of clinical intervention. In this gap, there is an opportunity to develop interventions designed to address the dramatic changes imminent in life prior to the 'point of impact' of blindness (where dramatic changes in lifestyle become unavoidable). Although treatments are developing, as yet conditions such as AMD have no 'cure', this should not prevent clinicians and the third sector from being able to offer a constructive set of interventions. A wide variety of assistive technology is available, yet Thurston [1] has identified that there is often reluctance to take on board such technology early in the disease trajectory since this would be an outward sign of defeat.
In view of the reluctance of newly diagnosed clients to move to overt and potentially stigmatising assistive technologies, the current project is aimed at providing an inclusive and engaging intervention that can promote e-inclusion and adoption of assistive technologies. This need is amplified by the well-documented lack of uptake of Information Communication Technology (ICT) in older groups [2] . The resulting intervention is based on an interactive tablet computer 'app' designed to challenge different cognitive and visual components of the users visual system in a fun and engaging way that can facilitate interaction with ICT and indirectly engender a broader awareness of the assistive technologies embedded in tablet computers. There is a longer term goal to use this intervention to develop a specific vision training protocol to test the hypothesis that peripheral vision in AMD patients might be subject to visual training to improve visual function [3] . This would first require a palatable nonclinical vehicle for regular interaction.
The visual experience of AMD is one of loss of central visual acuity. Initially this is not subject to conscious awareness, but it progresses, meaning that items must be scaled up in size and effectively presented in periphery in order to be visible. Our peripheral vision is not as good as central vision, but tantalising results from video games research suggest that it might be possible to 'train up' peripheral vision to improve visual function [4, 5] . These experiments indicate that in experienced video games players, the so-called Useful Field of View is increased compared to non-video gamers. These results are typically found with players of military-based first-person 'shooter' games. However, such combat based titles do not fit the demographic of the target patient group which is the over 60s. However, one of us has shown that in the case of Amblyopia, much simpler games such as Tetris can have beneficial effects on visual performance [6] The crucial skill in developing the AMD patients' transition to reading with low vision is their ability to recruit peripheral vision using their so-called Preferred Retinal Locus (PRL), the region of spared vision [7] . This skill requires the ability to fixate
